
2 



t 



^09/555 



\ 



CO 



\ 



00 



cc 



0)5 

LU ^ 
O-J 

8^ 



UJ 

o 
-l> 

< UJ 

9a 



LU 



ICO 
CO 
LU 

cc 



to 



CO 



CD 

7LU 



o 

< 
< 



CC 
O 

UL 

Q 



A. 



mCC 
^LU 

CC3 











0 




cc 


cc 




LU 


< 




N 






OC 


< 




h- 


0 




u 


J 


LU 






a 




0 


< 




LU 


X 






CO 









3 
Q. 

O 



CC 
LU 



O 
O 



o 



Q. 

< 



r- III 

Q"a: 

,ZliJ 

IjOh- 
a:<< 

Q. X 

00 



CC 
LU 
N 

CO 
LU 
X 

I- 

> 

CO 
LU 
O 
< 



< 





CO 






LU 








CJ 






LU 


' > 
LU 


\ 




< 


Q 




0 


LI. 


Q 




CC 


OUNI 




INTE 


CO 










a 

H 
LU 

§^ 

o 
o 
cc 



\ 



< 

cc 



cc 




ICE 


0 




CO 




> 






UJ 


LU 




a 


CO 




»- 


-J 




z> 


< 




CL 






h- 


LU 




Z) 


0. 




0 



r I 



FIG.3 




FIG.4 




09/555117 



( START ) 



FIG.5 



SIGNAL INPUT 
(PEDAUPOSITION 
SENSOR/TRIGGER) 



S1 




ATTACK 
SUGGESTION 
PROCESSING 



S7 



NO 




EMOTION/MOTION 
AL PROCESSING 



S9 




S10 



S11 



ENEMY CONTROL 
PROCESSING 



REAL-TIME 
DYNAMICS 
MOTION 
PROCESSING 



NON-LINEAR 
DISCRETE 
MOTION 
PROCESSING 



312 



COLLISION 
JUDGMENT 



MOVING 
COLLISION 
PROCESSING 



■S13 



GAME 
PROCESSING 
(SHAPE DATA, 
CONVERSION 

MATRIX 
OPERATION/ 
OUTPUT) 



•09/555117 



FIG.6 



( START ) 



S21 



CURRENT POSITION 
OPERATION OF 
OBSERVABLE 
ENEMY/OBSERVABLE POINT 



S22 



DIRECTION/DISTANCE 
OPERATION BETWEEN 
OBSERVABLE POINT 
AND OBSERVABLE ENEMY 



S23 



MOVEMENT OF 
OBSERVABLE POINT 
(PRESCRIBED AMOUNT) 




OPERATION OF OPEN 
ANGLE e- OPENING 
BETWEEN CURRENT 
LINE OF SIGHT AND THE 
LINE CONNECTING THE 
CAMERA AND OBSERVABLE 
VIEWPOINT 



S26 



ROTATION OF CAMERA 
DIRECTION ROTATIONAL 
AMOUNT de =ebra 



S27 



DETERMINE DIRECTION 
FROM CAMERA TO 
OBSERVABLE POINT 



S28 



MOVEMENT OF CAMERA 
(PRESCRIBED AMOUNT) 



S29 



DETERMINE 
DIRECTION FROM 
CAMERA POSITION 
AFTER MOVEMENT 
TO OBSERVABLE POINT 



S30 



ANGLE a OPERATION 



S31 



CAMERA ROTATION 
(0.8a TO 1.2a) 



( RETURN^ 



FrG.7 




CAMERA 



1:5 

FIG.8 



I: J 
i' ^ 



OBSERVABLE OBSERVABLE 
ENEMY POINT 

0 - *T<£> 



APPROX. 1/8TO 1/12 
OF THE DISTANCE 
BETWEEN P TO 
E PER FRAME 



FIG.9 



OBSERVABLE 
POINT 



CURRENT 
LINE OF SIGHT 



C 

CAMERA 



FIG.10 




V 




09/5551 



FIG.11 



( START ) 




S42 



OPERATION/ 
STORAGE OF HIT 
PATH TO CURRENT 
PLAYER POSITION 



F2=1 



-S51 
S52 



OPERATION/ 
STORAGE OF MISS 
PATH TO CURRENT 
PLAYER POSITION 



S45 



F1=1 



BULLET POSITION 
OPERATION 



S46 



BULLET POSITION 
OPERATION 
(ARC PATH) 



AFTERIMAGE 
PROCESSING 
(OR. LIGHT DISPLAY 
PROCESSING) 



S47 



S48 



( RETURN ) 



m "^H^ 2 ^t^^-n i:.. 00 9/55511^ 



FIG-12 




FIG-13 



SITUATION 



V 



S51 



S52 



EMOTION 



EVALUATION/ 
DETERMINATION 



BEHAVIOR 




S54 




FIG.14 



ANGER A 



FEAR 



FIG.15 

GAME Al CONCEPTUAL DIAGRAM 



SITUATION 



EVALUATION/ 
DETERMINATION 



BEHAVIOR 



S!)9S 0< ?. S OTTO ftr^P, 2*> (p) 9/555117 



FIG.16 



( START ) 



S70 




YES / 



SPECIFY 
MAIN PART 



S67 



SPECITY 
SUBPART 



S68 



IMPULSE 
CALCULATION TO 
BE INFLICTED 
ON SUBPART 



S69 




YES 
( RETURN ) 



PROCESSING TO 
REFLECT EXTERNAL 
FORCE 




PROCESSING TO 
APPLY INTERNAL 
FORCE/MOMENT 




DECELERATION OF 
PARTS ROTATION 
SPEED RETURN 
T 



09/555117. 



FIG.17 




Q Q CONNECTION 



POINT 



o 



m^^^ 0mDH it^AfH- ^ 09/555117 



in 
M 



in 

ry 
n 



FIG.18 



( START ) 

; z: 

ANGLE SPEED 
OPERATION dea 



S81 



r S82 



READ PREVIOUS 
ANGLE SPEED dGo 



S83 



OPERATE CURRENT 
ANGLE SPEED dO 



S84 



STORE ANGLE 
SPEED de RETURN 



( RETURN ) 



m m 2 s 0ti\T03 b'?on 52* #0 9 / 5 55 1 1 7 



FIG.19 



LINEAR INTERPOLATION 
e : ROTATION ANGLE 



NEXT MOTION 




t : TIME 

FUNCTION CURVE OF UNEAR INTERPOLATION 



FiG.20 



TERTIARY CURVILINEAR INTERPOLATION 
e : ROTATION ANGLE 



t : TIME 



FUNCTION CURVE OF 
TERTIARY FUNCTIONAL INTERPOLATION 



ORTOq b'»r. .^0 9/5551 



(a) 



FIG.21 



e : ROTATION ANGLE 
TARGET 

poo 

PERVIOUS,^ 

CURRENT 



A !- 



-I 1- 



t : TIME 



DIFFERENTIATION BY it 



(b) 



d9 : ROTATION ANGLE SPEED 



dea TARGET 

9--0--0 

<A 

deo 
:b 

-I — I 



PERVIOUS d9o 

CURRENT 



t : TIME 



(c) 



(NEXT TIME) 

de : ROTATION ANGLE SPEED 



(d) 

e : ROTATION ANGLE 



TARGET '^7,|GRATED 

deao o FUNCTION 
aoao O CURVE 

deo ^ 



O O 

deo 

-O 1 1 1- 



t : TIME 




CURRENT 



PERVIOUS 



FIG.22 



NO 



S92 



JUDGMENT 
OF FIXED 
COLLISION 



( START ^ 




S93 

ROTATION 



PARALLEL 



S94 



JUDGMENT OF 
PARALLEL 
MOVEMENT 
COLLISION 



S95 



JUDGMENT OF 
ROTATIONAL 
MOVEMENT 
COLLISION 



C START :> 



.30D3 YAM0i 0TWO«i b'Kfl Sii- #09/555117 



FIG.23 



COLLISION 
POINT p 




PO 

COLLISION 
SEGMENT 



COLLISION PLANE 



FIG.24 



(a) 




COLLISION 
SEGMENT 
pO 



COLLISION PLANE 
MOVEMENT 



REVERSE 
VECTOR OF 
MOVEMENT. 



(b) 




COLLISION 
SEGMENT 
PO 



COLLISION 
POINT p' 



COLLISION PLANE 



FIG.25 













; COLLISION 






SEGMENT 










MOVEMENT 








e \ 






ROTATION 


COLLISION PLANE 


MOVE WHILE ROTATING 



FIG.26 



REVERSE V 






VECTOR OF \ 






MOVEMENT,...--^\ 












pl^"" — V 




COLLISION 




^ SEGMENT 






-^^^^po 




6 \ 






ROTATION 





■ ' ■. ' m: m z ^q\TO^' fefi m' (So 9 / 5 5 5 1 



FIG.27 




